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是 B/S 模式，对 C/S 模式探索较少，B/S 模式有自己的优势，但是兼容性问题是
其缺陷，智能终端设备和浏览器都多种多样，想要做到很好的兼容效果比较困难。 
本文介绍了翻转课堂的相关理论以及研究现状，然后设计出了一个翻转课堂






















Inverted Classroom is a new learning model. Students gain study decisions away 
from the teacher, classroom and extracurricular time has also been reset. It divided 
into two parts one is before class and another is after class. Before class students 
holding a problem to watch online video to study, main activities are discussed in 
class and the study effect inspects. Students' autonomous learning time greater than in 
the concentration of classroom teaching, classroom face-to-face teaching mainly acts 
as supervise the students autonomous learning. The main form of students' 
autonomous learning is to watch the video to study and review, free to learn new 
knowledge. Inverted Classroom is a hot research, because of the development of 
education technology research and progress of Internet technology. The system of 
Flipped class in university, general single function, even must to combine multiple 
systems to complete flip the classroom teaching. Current online teaching generally is 
B/S mode, explore less on the C/S model, B/S mode has its own advantages, but the 
compatibility issue is its defects, intelligent terminal devices and browsers are varied, 
want to do very good compatibility effect comparison difficult. 
This thesis introduces the relevant theories and research status of flip classroom, 
and then designed a flip classroom teaching system. Using C/S structure, the design 
implements a flip classroom teaching system based on .NET. System is divided into 
three parts, students, teachers, and system management background. System realizes 
the video services, group discussion, ask questions, submit homework, self-test, 
record the learning process, and other functions. The article main body part contains 
Inverted classroom system requirements analysis, system overall design, detailed 
design and implementation, system testing. After testing, the system meets the 
requirements of the main functions of the Inverted Classroom teaching, to promote 
the implementation of the Inverted Classroom. 
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教学系统设计与开发”，使用 java web 技术，采用 MVC 设计模式开发了一个包






(Aaron Sams) 和乔纳森•伯尔曼(Jonathan Bergmann)，属于科罗拉多州落基山林
地公园高中。他们将上课视频发布到网上，缺课学生可以使用其学习，未缺课学
生则使用其复习巩固。2007 年萨尔曼•可汗（Salman Khan）创建了一个在线的
学习网络平台，叫可汗学院。 2011 年，Salman Khan，2011 年在 TED (技术、
娱乐、设计)大会上发表《让我们用视频再造教育》的主题演讲，详细介绍了翻
转课堂教学模式，自此引发了教育界对这一新型教学模式的极大关注[14]。ASCD 
(美国监督和课程开发协会) 和 ISTE (美国国际教育技术协会)在 2012年 6月联合
出版了《翻转课堂:生生参与,节节生动》，这本书由翻转课堂教学模式先驱乔纳森







程中的主要环节,把翻转课堂分为课前和课中两阶段[12]。Gerstein 于 2011 年构建
了环式的颠倒课堂模型,包括四个阶段:体验参与(Experiential Engagement)概念探

































些技术和组件， Windows Media Player 以及 C#Socket 编程，采用的数据库技术
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